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8 THE ART OF TROLLHUNTERS 


BY RODRIGO BLAAS 


“I want this box!” pleaded my four-year-old daughter, 
clutching a collection of minerals in the Natural History 
Museum of Los Angeles’s unavoidable gift shop. Even in 
that moment, I knew we had found the key to Tiollhunters. 


At the time, we were knee deep into the visual development 
of Trollhunters (the animated feature version) and seeking 
to answer the elusive question, “What would make our 
world unique and special?” 


In the universe of stories created by the maestro Guillermo 
del Toro, each one is well known for its sophisticated use 
of color, precise mise en scene, and deep-rooted mythology. 
Our challenge was to find that same quality that would 
make the creatures of Tiollhunters awe-inspiring while still 


believable as living, breathing characters. This was proving 
challenging. 


I decided to visit the marvelous exhibits at the Natural 
History Museum with my daughter, hoping something 
would inspire us. We walked past resurrected dinosaurs, 
deadly spiders, and a gargantuan whale skeleton. .. but 
what truly captured our imagination was a hall of glim- 
mering wonders in the mineral and gem exhibition. As 
I saw my daughter’s eyes light up at the spectrum of 
stones, I warned her at the gift shop: “You can only buy 
‘one thing, so choose wisely.” She came back with a humble 
box filled with sparkling and colorful minerals. As she 
stood there. with a handful of precious stones, I was 
reminded of my own rock collection I had when I was her 


age. “I want this!” she said, definitively. 


We looked through the container together. Jade, fluorite, 
obsidian, amethyst . . . infinite possibilities opened up 
in front of my eyes. I realized this was the answer we'd 
been searching for—this was our world of trolls! These 
wondrous rocks would bring the precise color palette, 
the luscious cinematic lighting, and a grounded sense of 
reality that would make our world come alive. 


Then reality hit everyone. Trollhunters was no longer 
a feature; it was going to be a TV show. Many o! 

were used to the open-ended creative process of feature 
animation, but this . . . this was serialized television— 
fifty-two episodes and over eighteen hours of animation 


in total. We realized quickly that we needed to change 
our process. If not, all the known limitations of the small 
screen (schedules, budget, and other production obsta- 
cles) would crush our ambitious story, our design dreams, 
and the cinematic vision of the vibrant world we wanted 


to create. 


As Master Guillermo is fond of saying, “Your ambitions 
should always exceed the budget.” That became our 
mission: artistic quality and production value coming 
together to sustain the sophisticated storytelling we 
craved. When laying out our plans, I tweaked an old 
concept I’ve heard before and told our team:‘“We cannot 
trust the process. We have to bend the process!” 


The crew was ready and pioneered new ways to bend 
the usually restrictive process of animated TV. We broke 
conventions and elevated the visuals, always striving for a 
new standard we wanted the animated storytelling to be. 
Lam forever grateful that the team heroically rose to the 
challenge and delivered a series of unparalleled quality 
and heart. 


Guillermo often talks about the alchemy of the creative 
process, and I saw that firsthand on Trollhunters. From 
our writers to our story artists, our production crew, our 
designers, and our animators; each one of them added 
a fundamental ingredient in the magic needed to create 
this one-of-a-kind television series. 


This book tells that story. Enjoy. my, 


FOREWORD 


“When I was a ki 
under bridges anit 


aru: Alfons Blass 


ved the idea that trolls live 
isted in cities everywhere.” 


Anton, 


You were the heart of Trollhunters, in so many ways. Each time you stepped into the recording 
booth to become Jim Lake Jr., Guillermo, myself, and the directors always wanted to be there, 
inside the booth, close to you, to see your artistry at work. As we went through the seasons and 
our bond grew, you trusted us—that we, the Trollhunters team, would ensure that every ounce of 
your pure and transparent performance as Jim was the spirit driving our animated show. 


You were our main character, our hero, our Trollhunter. You carried the heart of the story on 
your shoulders. You always gave us everything. In every recording session during our three years 
together, we not only witnessed an actor in constant search, always curious, but saw so many more 
of the amazing qualities that made you an extraordinary human being. You were incredibly 
generous with us, often asking us to do another take to capture the perfect moment. “. . . Just 
‘one more.” You would cry, laugh, chuckle . . . I still hear that amazing chuckle you would do at 
the end of a reading, where you would tilt your head a bit down and to the side, then flash that 
unforgettable, genuine smile you had. You gave us so many astonishing and wonderful moments. 
Now, as Trollhunters ends and the world of our story grows, our task is to celebrate and honor one 
of your final performances. For us, it will always be your most memorable one. 


We are deeply honored and blessed to have worked with you. You touched many lives in your 
brief, passionate journey through life, and you left a mark on every soul you met. I know this, 
because I was one of them. 


‘Tiollhunters is, and will always be ... 


... For Anton! 
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Jim Lake, Jr. 


T think the appealing part 
about Jim is we all know 
him in real life somewhere, 
and I feel like Jim makes the 
courageous choices we would 
all hope we would make in 
any given situation.” 


ELAINE BOGAN, DIRECTOR 
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“We were ware that Jim's sword needed to be a 


natural extension of his shape language, so that character 


and sword functioned as one unit.” 


THE TEAM AT HEADLESS ANIMATION STUDIO. 


aacrestst The To at Heals Animation Soul 
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Design and color explorations of 
Jim’s armor. 


avrests (tx): The Tom at Heals Animton Sto 
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crise (Ur) 


Tiws realthuvren nolmet 


arise (aHovE): 


As Jim progressed as the Trollhunter, his armor upgraded along with 
his skills. After carving Gunmar’s eye into a gem and inserting it into 
the Amulet, Jim unlocked more power in his armor and discovered 
a helmet while battling Gunmar for the first time in the Darklands. 
As the final piece of Jim’s armor, the helmet proved its worth when 
it prevented Gunmar from being able to possess Jim by blocking the 
magic from Gunmar’s Decimaar Blade. Aversa Th Th Halles 
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Shilngem 


“Initially the concept of the armor was that 
it should feel somewhat bulky on Jim, as it 


it was not meant to be worn by a human, 


representing Jim's struggle with his sense 
of responsibility of being a Trollhunter. 


That idea, however, negated the concept + 

of the armor being it’s own magical being ) 

that adapts to its wearer. The armor itself Kaloo Jomne 

isa character. We decided to streamline 5 syatic. 

the concept and make it fit as much like a caleaamoe 

second skin on Jim as possible.” Comme any 
RUSTAM HASANOY, ART DIRECTOR Movas eon 
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T remember sitting in the editing rom watching 


the final five epi iter you get 


initial shock of sei red form, 


time you're in ep 


y just Jim. You're not 


thinking about him as Tioll-Jim; he’s just Jim. 


ial.” 


And that to me 


“Ir was so important for us to portray Claire as a smart, independent, 
and incredibly capable friend for Toby and Jim. I love how in the 
series she discovers herself, figures out how strong she is, and becomes 
a partner and protector of Toby and Jim. She is an essential part of 
winning the war between good and evil.” 


CHRISTINA STEINBERG, EXECUTIVE PRODUCER 


svcristss he Te at Hales Avimanion Soul 
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Resourceful and resilient, Claire is the epitome 


of grace under pressure. When faced with the 


prospect of being eaten by Gatto the Volcano 
Troll, Claire is able to solve Gatto’s tricky 
riddle before the clock runs out. 


Avrosts (rus pact) The Team at Hoallew Animation Stio 


i) La Sache 
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Far from a damsel in distress, Claire is able to fend for 
herself. Cl 
Shadow Si 


eB} 
created especially for Cl 


ire proves her mettle by apprehending the 


from Angor Rot and mastering shadow 


magic. Shown are color explorations of the armor 


ire by Merlin himself. 


Toby Domzalski 


to be by Jim’s side, 


Through all the good times and the bad, Toby is the best friend that Jim can 
count on to be by his side. Always the optimist and brimming with confidence, 
Toby will never let the odds get him down. With tacos in tow, Toby is always 
up for a quest! 


avcristst The Too at Healey. 


vimaton Sido 
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“Guillermo [del Toro] kept repeating that Toby should be ‘ust 
like him when he was a preteen’ so that was our first inspiration. 
Rodrigo [Blas] and Guillermo wanted a ‘vintage’ look for him 
with the idea that all his clothes were picked by his grandma. We 
had fun with dressing him up with "70s patterns, bowties, 

and hairstyles. Hee timeless.” 


THE TEAM AT HEADLESS ANIMATION STUDIO 


sanrasr: Lee Sonchez 


He 


‘Guillermo [del Toro] and Rodrigo [Blas] wanted 
Toby to have a very specific and distinctive fashion 
tyle and his jacket was one of the elements that 


we played with from the beginning. Usually you 
ion characters with a certain style and Toby felt 


like a guy who would wear this type of blue jacket.” 


THE TEAM AT HEADLESS ANIMATION STUDIO 


CHARACTERS 


avcosts Fiaulis Rts ila 


xz (an: Hew Le Pome 
Much to Jim’s horror, Merlin disassembled his coveted pif ee 
Vespa® to create this awesome-sauce armor for Toby to 

use in battle. Paired with his warhammer, Toby is ready 
to face the toughest force yet—the evil Morgana! 
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Blinkous 
Galadrigal 
“Blinky” 


-sersts (anor): The Team at Heals Animation Stay 


vrisrs Frances Rus Vela 


features around the eyes, but in this case there are si 


rast: Frio 
Ruiz Vlas 


rasta: The Toa ot 
Headless Animation Stadio 


“Blinky was at first one of those characters that we thought 
would be too weird and wacky but he turned out to be one of 
the most successful. The challenge was to make him appealing 
and relatable despite his many limbs and eyes. His face was 
very challenging as we are used to anchoring all the 


of them, 
so it’ a bit difficult for readability purposes. That makes the face 
very long and it’ difficult to make it look ‘real.’ In the end we 
managed to create something that looks volumetrically plausible 
and appealing.” 

‘THE TEAM AT HEADLESS ANIMATION STUDIO 
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“Since the early development of the script, Blinky was considered a 
beloved character. Because Guillermo created the character with Kelsey 
Grammer in mind, his design needed to reflect the warmth, gravitas, 
and intelligence of his voice. Blinky is the father figure, the voice of 
wisdom, empathy, and safety. His design had to convey all of those 
characteristics while still being able to see him as part of the troll world. 
His six eyes were always an important feature—they portray his 
wisdom and also his ability to evaluate any situation with intelligence 
and reason. He truly can see a problem from all sides—and therefore 
is the perfect mentor for Jim as he struggles with the weight of 
responsibility thrust upon him.” 


CHRISTINA STEINBERG, EXECUTIVE PRODUCER 


rests (FI8 MAGK AND FACING PACH): 
‘he Tom at Heals Anton So 
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“This is a magical show: It has love in it, and joy, and conquering 
evil. Guillermo’s fun, big, boisterous, creative imagination is 
being transferred into this cartoon, and that’s been a really 

fin experience.” 


KELSEY GRAMMER, VOICE OF BLINKY 
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aris: The Team at Heals Animation Stubs 


After an in-depth exploration of 
Gatto’s belly, Blinky is accidentally 
transformed into a human, Mr. 
Blink-heh! Masquerading as Jim’s 
guidance counselor, Blinky is able to 


venture into the sunlight and fulfill 
his life-long dream—learning to 


ile! 


drive an automob 


sera: Lo Sanh 
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AAARRRGGHH!!! 


feared fC 


Facial expression and scale explorations of 


AAARRRGGHH!!! ¢€ 


crests The un at Healles Animation Sos 
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“From the beginning AAARRRGGHH!!!! was written 

fo be the most lovable creature—the best friend we would all 
want to have and a protector for Toby, Jim, and Claire in the 
midst of the mayhem that unfolds in Arcadia. It was always 
important that you would fall in love with him immediately 
so that Jim and the audience understood why the troll world 
was worth saving and protecting. His 


sign is incredibly 
appealing—his huge, potentially threarening physique is 
balanced by his sweet wide eyed expression and his furry manc 
Who AAARRRGGHH!!! becomes as a friend and a troll is 
‘even more poignant once Usurna and her crew are introduced 
and we realize where AAARRRGGHH!!! came from. He 
is unique despite the fact that there are others who look just 
like him, others who seem devoid of warmth or friendship, 
AAARRRGGHH!!!% friendship and love for Toby became 
one of the most satisfying relationships in the series,” 


TINA STEINHERG, EXECUTIVE PRODUCER 
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anrists Ch 


AAARRRGGHH!!!’s true, playful 
nature is revealed through his close 
friendship with Toby, his fellow 
wingman. Whether it’s playing a 
round of Go-Go Sushi or having 
each other’s back on a mission, 
Toby and AAARRRGGHH:! 
an inseparable pair to the end. 
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Aone Bla 


The perceived heir-apparent 
Trollhunter (for which he has been 
. Draal 
initially resents Jim, a fleshbag. 


When Jim shows merc: 


preparing his whole 


defeating Draal in a duel, Draal 
vows to protect him in the human 
world and act as his bodyguard. 


rast: Bent Nol 
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Waltolomew 


Stricklander 
“Strickler” 
Mild- ed h r acher Walter 
Strick 
Chan; 
ment Jim, Stric 
himself conflicted wher 
the Amulet has chosen his pupil—a 


human—as the next Trollhunter. 


avcease (anv fui By 


When in his Changeling 
form, Stickler becomes a 


menacing troll who can 
sling the sharp spines 

| from his cape with deadly 

| accuracy. Later in the 

series, he reveals his talent 


for flying with his large, 


bat-like wings. 


A 
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Gunmar 


ares: Rast Hi 


anerasts Ruston Hs 


ascrsrs: The Tea at Heals Animation Si 


It’s been hundreds of years, but Gunmar’s imprisonment 
in the Darklands doesn’t stop him from making moves 

to reassemble the Killahead Bridge. With his son, Bular, 

ss and Goblins on the 


the army of Changelir 


surface, it’s only a matter of time before the Skullcrusher 


is released. 
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He's definitely fighting for things that he believes to be 


nit fo generations of people on whose shoulders he 


hundred years, and 
ght side of history. 


the 


VOICE OF BULAR 
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With his elongated form and jagged features, 
Angor Rot uses his own body for battle. He carves 
totems from his own living flesh, which transform 
into different golems depending on where they are 
thrown—into mud, glass, crystal, etc. Angor will also 
detach his own eye to spy on his would-be victims. 


avrastst The Tew at Helles Animation Souls 


erase (ano): Alin a 
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“From the early go 
Dick. The writers room 


;, Guillermo told us Blinky had a dark, evil brother, and his name should be 


jad some apprehension, thus the name Dictatious was born. Playing opposite 
Kelsey Grammer is difficult, a task only Mark Hamill could h 


accomplished.” 


KEVIN & DAN HAGEMAN, CO-EXECUTIVE PRODUCERS: 


averse he Tn at Heal Anaion Sti 


CHARACTERS 


aacrsr (ABowE): Yingine Links Chen 


and polished look to 


We wantee 
Queen Usurna as one of our troll royals 
She uses expensive materials and fabrics, 


dressed in a sleeker silhouette to contrast the 


other trolls who are generally dressed (or not 
dressed at all) in fabrics such as leathers and 
nnd coarse materials, The 


skins, all natural, 


impressive crown rounds out her look and i 


sleek and polished and mimics her natural 
glowing carvings 
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Incredibly adorable baby Enrique and his mis- 
chievous impersonator, NotEnrique, designed by 
the team at Headless Animation Studio. 


crises: The Toa at Heals Animation Statio 


cast (net): Jan Si 
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Sally-Go-Back is a pop icon in the world 
. She stars in her ow 
adventure movies and is the girl of every 


Gnome’s dreams. 
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Steve Palchuk 


Meet Steve Palchuk. He’s handsome, 
strong, and athletic. He’s also the 
most notorious bully in all of 
Arcadia High School. When he gets 
his over-sized ego bruised after 
actually losing a fight to Jim, Steve 
vows to stop at nothing until he gets 
his revenge on him. 


amrasts: The Tea at Healer Animation Studio 
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“Steve begins our story as the typical 
high school bully and quickly draws 
himself into our secret world of trolls 
and Goblins, forcing him to look beyond 
simple power struggles of school life 

and more into what’ 
mysterious Arcadia,” 


really going in 


CHAD HAMMES, EXECUTIVE PRODUCER 


acrise (ANOE): Al 


rises Alin Bi 


rast: fae Onlf 


Eli’s knowledge of all things 


paranor 


ral helps him ¢ 


(Ogg gag ag the case of the Creepers in 
A . Arcadia. Teaming up with 
Eli Pepperjack ~ 
; : eo Steve, the duo proves to be 
While someday he might just be running a formidable pair. Dubbing 
] 
tting-edge technology company, today ag themselves the “Creepslayerz,” 
just Eli Pepperjack, super-nerd and they become A *s unsung 
_ @ guardians of the night. 
avert: Alin Bl a & 
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Vendel 


Considered the wisest and most revered 
troll in all of Heartstone Trollmarket, 


Vendel is a strong leader charged with 


guarding the Heartstone. While at times 
he is slow to accept change, Vendel 
realizes Jim is a worthy and capable 
Trollhunter—for a fleshbag. He sets out 
to aid in Jim’s training by teaching the 
human magic and gemology. 


Vendel is a character who is not 
only Chief of the Tiolls in all of 
Tiollmarket, but who also has magical 
and healing powers.” 


RODRIGO BLAAS, EXECUTIVE PRODUCER 


Vinge Linda Ch 


Kanjigar 
As Jim’s predecessor, Kanjigar was among the most popular and 
revered of all trolls. Serving as Trollhunter for hundreds of years, his 
reign came to an end in the Arcadia canal when he sacrificed himself 
to keep the Amulet from falling into the hands of Bula 


asrase (nenone): Rust Hasan 


t Healers Animation Soul 
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Laas 


“Originally conceived as a tough adversary for Jim and Toby to 
take down in the sixth episode of the series, Nomur 


evolving 
character stole our hearts (by ripping them out of our chests) with 


her amazing design, attitude, and her ability to wield two totally 
sick glowing scythes. She was too much fun to play with, so she 
eventually found her way into the Darklands with Jim to become 
an unlikely ally. And can you blame us? Even Draal loved her. 
And he hates everyone.” 


CHAD QUANT & AARON WALTKE, STAFF WRITERS 


The Team at Holes Animation Sead 
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Ms. Nomura 


By day, Ms. Nomura is just your average museum curator 
with a passion for antiquities, but secretly, she is a deadly 
assassin working alongside Strickler to bring the trolls back 
to the surface. 
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’ ‘X ] o Gatto 
} Because of his immense size, the 
earth was built around Gatto to 
protect him from the sunlight. 
belly is where 


\ Inside his lava-fi 
7 M b) i 4 Gatto keeps his t valuable pos- 
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Nana 


The definition of a doting grandma, Nana is 
the only parent Toby has ever known. While 


she may appear to be the friendly neighbor- 


hood cat lady, don’t be the one to cross Nana. 


When it comes to protecting her Toby-Pie 


and his Trollhunting secret, she’s a force to be 
reckoned with. Along with her fierce loyalty, 
Nana passes down to Toby her knowledge of 


geology and keen fashion sense. 


Aserisrs: Tle Tea ot Heal Animation Si 
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auerisr (anon Alfa 


OG gg gE ng 
Barbara Lake 


Strong and independent, Barbara 
Lake sets an example to Jim for 
what a great, hardworking parent 
should look like. Barbara works 
around the clock as a doctor in 
the clinic in Arcadia Hospital. 


Usually too tired for cooking or 
cleaning, Jim tends to mother his 
own mother by making her a daily 
packed lunch. 


he Team at Healt Animation Sti 


(ser) Alfie Ela 


CHARACTERS 


85 


Goblins are a mischievous and vengeful group of creatures led 
by a mustache-donning “Fragwa,” While there are many types of 
Goblins, the common green ones reside in Arcadia, aiding Bular 
and Strickler in their mission to rebuild Killahead Brid 

not carrying out the grunt work, the Goblins are often found 
seeking their revenge for their fallen comrades. If you hear their 
cry, “Waka Chaka!” coming from down the street, it’s sure to be 


followed by a horde of green. 
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serasrss The Town at Heal 


OO LOO ae ee 
Stalklings 


The Stalklings are terrifying assassins 
with a valuable skill—they’re the only 
trolls that can venture into sunlight. 
Bular enlists the Stalklings’ services 
with hopes of vanquishing the human 
‘Trollhunter. Once locked onto their 
target, these deadly trolls never give 
up, sometimes stalking th 


for years. 
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svense (awove): Rusty Has 
awnist (Anowe}: Femina Oly 


ee 


Merlin and Morgana 
Me 
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Fd 


Ms. Janeth, 
Coach 
Lawrence, and 
Senor Muelas 


“We approached designing characters 
with a minimalist shape-language, 
very much spear-headed by Headless 
Animation Studio's designs. We 
wanted to incorporate Guillermo del 
Toro’s and Rodrigo Blaas’s taste for 
organic enriched characters who felt 
appealing and genuine.” 


YINGJUE LINDA CHEN, TEXTURE ARTIST 


anrisrs: The Tea a 
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ow 


ernst: Alf Hat 


POG OO ange 
Aja and Krel 


After fleeing their home plar 


Princess Aja and Prince Krel 


of House Tarron must disg: 


themselves as ordinary Arc: 
High School teenagers in 

order to blend in. These sib- 
lings quickly learn tha 


they’re 
not the only odd ones in town 
when they unknowingly aid 


the Trollhunters in their quest 


auersrs: he Ton at Healess Animation Sta 


Sa 


‘sg 


Douxie 


a High School's 
mysteriously appears on the scene to promote a 


ing from Are: 


Douxie 


“Battle of the Bands” contest, but soon becomes a 
jealous thorn in Jim’s side. But as things progress, 


aided Pini aati all is not as appears when Douxie lets on that he has 
previously encountered the evil Nyalagroth. 


ares Tel 
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a a 
Quagawumps 


Residing beneath the swamplands of Flor- 
ida, this predominately female tribe of 
look-a-like trolls are known for eating any 
outsiders who have the nerve to enter their 
domain. Their fallen King, whom they 
worship, bares an uncanny resemblance to 
young Toby, which ultimately proves ad- 
vantageous to Jim and the Trollhunters. 


Aras (THis MNGE AND FACING PACE): The Tam at Heals Animation Soli 
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OOS SS eee 
Bar Trolls 


“Usually when you have to work on secondary characters like the Bar 


Tiolls that are going to appear in the background, you try all the crazy 
ideas you have lefi in you in terms of shapes and colors. However, you 


they 


have to be carefiul to not make them too crazy or unique or el: 


will draw attention away from your protagonist!” 


THE TEAM AT HEADLESS ANIMATION STUDIO 
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oenizable ‘types’ 


nter in a real bar 


ir troll equivalent 


THE TEAM AT HEADLESS 
ANIMATION STUDIO 


cers: The Tan at Healt Animation Sou 


rise (anowe):¥ 
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‘Nerist: Daoninige Lows 


‘amrist: Domingue Leis 


LOCATIONS 


‘Building the worlds t Trollhunters serie 
exists in was no smc It took us years to build 


both the Trollmarket world and the city of Arcadia. 


Heartstone Tiollmarker is a magical and vast 
¢ housing many types of creatures. The 
architecture is intricate, consisting of many level: 


with numerous vende h ets, and bridge 


Hero’s For 


underground world is lit wi 


iMwminating sprinkles of col 


The aty of Arcadia has the feel of a typical 
small town, Out show’ 


mnasium, and 
surrounded by hills, 
With there are n us building 
streets, storefronts, and park 
and pedestrians (although Guillermo would hi 
preferred even more to be added). Also, let’s 1 
forget the sewers.” 


CHAD HAMME 
EXECUTIVE PRODUCE 


GATTO. 
Volcano Trolls 


Bridge ’ 

py” —-_ Fae Entrance = 
j ver Y 
i “rst ‘THE JANUS ORD! 
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“We all have grown up with a series or 
¢ story of kids 0 


nb my town; a town 


television show that te 


characters th 


It was important t 
to Arcadia and th 


that resemble 


bring those 
world of Trollhunt 
it’s really appe 


fantastical world underneath the town they 


I think for any kid 


» imagine that 


live in. Tt wa ept we got fiom ‘80: 
movies like E.T 


The Goonies. It was impe 


Extra-Terrestrial and 


ant to give thai 


jon that in any town, could be this 


ht underneath 


world such as 


your. feet.” 


RODRIGO BLAAS, EXECUTIVE PRODUCER 


averist Do 
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eras: Jol Bell 


would want to live in, from the town square 
in the middle with the little park, to the movie theater 


right next door.” 


ELAINE BOGAN, DIRECTOR 


agrasr (nano); Join Bell 
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a * Fe 
Arcadia High 


aacrst (naar): 


“Arcadia is meant to be ‘Any Town, USA.’A good amount of 


TIVE PRODUCER 
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ALFONSO BLAAS, ART DIRECTOR 
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A 
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‘ners (ANOWE: Rusa Hasan 
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“Rodrigo [Blas] really wanted to capture a 
‘Twant to wonder why Jim has cups on the table,’ so ne 


Jim’s House 


ty to the design of the TV show. He wanted all the locations to have a history. He would say to me 


tas randomly placed and that’s one of the reasons the locations have a very i 


ved-in quality to them,” 


FACUNDO RABAUDI, MODELER/DESIGN TEAM 
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16 


“It’s a real girl’s bedroom!” 


TOBY 


Claire’s House 


Claire’s bedroom is her sanctuary, 
where she goes to find 
the space to express he 


ativity. 
One of the more striking homes 
in Arcadia, its design was inspired 


by classic Victorian homes. 


AMcEISE (19M PNG AND FACING PAGE): Jolin Bell 
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Heartstone 
Trollmarket 
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Fe ph b 
Market Stalls 


Dirty socks (the dirtier the better) 
are just some of the many fine 
trinkets and goods that can be 
found for a bargain in Heartstone 
Trollmarket. 


aunts ‘ano waciNG Pace): 
‘The Team at Hesiless Animation Stadio 


i a 


TAPES 
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rest (anor): Grfiey Then 


Aacist: Bexjamin Figut 


Aeesse (amos): Fao Oued 
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Aeris (MELOW AND nice): 


Gate ore 


(COO GI GP gg at 
Shops 


h is another troll’s treasure.” 


“One man’s 


So goes the saying in Trollmarket where trolls 
es such as glass bottles to 


”-TV that only plays their 


can find delica 


snack on, or a “nev 


favorite channel—static! 


‘axmisr (ABovE): Alonso Blaas 
‘erst (saxo): Geofey Thoorens 


Shops 


“The shops and neon signs of Tiollmarket 
are meant to add some literal color and 
versatility to the world, but also some 
humor and identity to the trolls themselves 
as far as their values and interests.” 


RUSTAM HASANOV, ART DIRECTOR 
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i 
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Troll Pub 


The'Tioll Pub 
sink’ of Trollhui 


‘kitchen 


every piece 


of it came fr y 
or show that we this 
loca 
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ee 
Hero’s Forge 


"Since much of the time during the 
show takes place in the Hero’: Forge, 

it had to serve multiple functions in 
Tiollmarket, It is used as a memorial 
graveyard and temple to the Trollhunters 
of the past, with their petrified remains 


my 
a9) 
A. 


decorating the outer walls, as well as a 
-general gathering place of merriment 
and celebration.” 


RUSTAM HASANOY, ART DIRECTOR 


134 THE ART OF TROLLHUNTERS 


of the Hero's Forge’s main 
‘finctions was to serve as a training 


‘ground for Jim and the Trollhunters." 
RUSTAM HASANOV, ART DIRECTOR 


nverisr: Rutan Hasan 


“One 


138 


pinqmechanism 


asersr: Hert Nol 


“The transformation of the Hero's Forge, and its many traps 

and gadgets, was guided largely by what we saw working best in 
storyboard form. We had to go back and forth between storyboards 
and models to simplify things without losing the impact we got 


from the timing and movement of it as a sequence.” 


RUSTAM HASANOV, ART DIRECTOR 
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use (niet): 
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ids, as well as a 
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me of the most beaut 


RUSTAM HASANOV, ART DIRECTOR 


Heartstone Trolimarket Development 
‘Since He 1 Deentdh 
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LOCATIONS 


asnist: Gagfey Thre 


“Probably one of the most impressive things I've seen from 
Guillermo is his visual language, where you can do something 
that is so simple, and yet it can speak such large volumes.” 


CHAD HAMMES, EXECUTIVE PRODUCER 
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aronges 


Swamplands 


Home to the Quagawump Trolls, the swamplands are a 
foreboding, subterranean collection of marshes, located 
under the state of Florida. 


erst (HS WG AND FACING PAGE): Rutan Hasan 


vrase (aoe): Jot Fan 


aserse (nano): Hen Le Poe 


Killahead Bridge 


A place of great historical significance to the trolls, Killahead Bridge was the frontline of the last great battle between the Good 


Trolls and the evil Gumm-Gumms. Once defeated, Gunmar and his fellow Gumm-Gumms were locked 


way via a portal and the 


bridge was destroyed. But unbeknownst to the Good Trolls, Bular is rebuilding the bridge, stone by ston 
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ce Oe a oe ee 
Darklands 


ssentially the Darklands are the original home world of the trolls, one that 


“ 
has decayed and died thanks to Gunmar’ corruption. There's nothing in the 


story that suggests this; however, we did add visual cues throughout to create this 
impression. The rock structures are a combination of giant stone buildings and 
bones of the troll giants that created them. Most of these towers and labyrinth 
tunnels are overwhelmed by volcanic rock that is no doubt the result of the earth's 
core penetrating the ecosystem of the Darklands, further destabilizing it.” 


RUSTAM HASANOY, ART DIRECTOR 
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samrast: Simon Rodgers 
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The Janus Order 


“This set was supposed to take place in the Arcadia downtown museum, 


but it did not seem fitting for a secret Janus Order base. So I just took the 
floor from the museum and built most of the Janus Order from that.” 


FACUNDO RABAUDI, MODELER 
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Angor Rot’s Temple 


LOCATIONS 161 


“avers: Vinge Linda Chen 


eras (auc: ingle Lil Chon 
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and armor, but a source 
great magic. 
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verse (urn) 


THE LEGEND OF THE TRIUMBRIC STONES 
In darkest tide when Daylight darest wane 
The Myrddin Wyle obscured a Shadow’s bane 
Three forces Elemental thou must seek 
In marshland, caverns deep, and mountain's peak. 
Where worthy perish, ye'll prevail in night 


And Eclipse all who quarry with thy might 


rast: thont Noll 


Ying Linda Chew 


eres Jui Hanh 


Gunmar’s birthstone (red), Gunmar’s 
eye (blue), and the Killstone (green) 
are mysterious gems of great power 
known as the “Triumbric Stones.” 
When brought together, they give the 
Trollhunter the tools needed to de- 
feat Gunmar: the Eclipse Armor and 
Sword of Eclipse. 
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Aserasr (anLow): Dawid Lee 


Sequence of how 
the shield opens 


Top view 
(open) 


LeatHer ke 
ae aTeaL 


dopa 4 OP 
Supper 


MaePeNOD 


(nya. 


Detail of 
“tongue” blade 


Jim’s Weapons 


Aided by the Killstone, Jim is able to unlock a heavy shield of 
Denil of how the shield picces armor (top left). When all three Triumbric Stones are brought 
Panoramic yin together, Jim’s armor and weapons transform—his armor now 
“eye” posts black and his Sword of Daylight replaced with the Sword of 
Eclipse, which glows a deep red. 
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snerest: Rust Haan 


Once Gunmar’s birthstone is placed into the Amulet, Jim realizes he can 
summon the Glaives (right), boomerang-like pieces of metal forged out 
of the same metal as the Sword of Daylight. 
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GEO GO OR GES AO GIOTTO 


Toby’s Warhammer 
Once far too heavy for him to lift, Toby very cleverly has Ven- 
del trap the anti-gravity curse into the warhammer, making it 
light enough to hoist into the air. Unfortunately, the density of 
the warhammer in unpredictable, but over time, Toby learns to 


master the art of wielding its crushing blows. are Je Bin 
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The Shadow 
Staff 


After a battle with Angor 
Rot, Claire steals the Shadow 
Staff from him and learns 

to harness its energy, which 
is powered by emotions. 


With its ability to create 
interdimensional portals, it 
enables Claire to instantly 
teleport to another location. 
The Shadow Staff’s only 
limitation: it 
to the Dark 


OS=D0 


nnot teleport 


jands. 


aserssr (anon): Brent Noll 


aire is arguably the most 


powerful of the three. But, Io 


awn (saci 


with that power comes a 
great cost, Jim can use his 
sword without facing any 
negative consequences and 
Toby, li vith his 
warhammer—but Claire, 
because the Shadow Staff is 
powered by emotion, it takes 


wise, 


a toll on her.” 


MARC GUGGENHEIM, 
EXECUTIVE PRODUCER 
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Of gg got 


Wizard Weapons 


Before Merlin entered into stasis, 
he drained his magic and trapped 
Morgana, hiding her away for 
centuries. The key to Morgana’s 
prison—Merlin’s staff—has been 
hidden away, kept 


e within the 
Ardennes Mountains in Europe. 


4 
. > My 
in Stns 
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Cow 


ARTIFACTS 175 


saris Vinge Line Che 


aad 


Gunmar’s and 
Bular’s Swords 


“Gunmar’s sword had gone through 


several designs, as we tried t0 crack the 
shape. I started a design fiom scratch and 
decided to incorporate elements of crystal 
and stone in to his sword, Let's just say 
you would not want to get hit by it!” 
YINGJUE LINDA CHEN, TEXTURE ARTIST 


Aras (racirt: Yingive Linda Chen 
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Imbued with Creeper’s Sun poison, Angor Rot’s 


blades are deadly to the touch. Just a scratch will 


start the poison’s path of transforming the victim 


into stone. 


averse (AMovr): 


ras (ao Alon 
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Ee ee 


Angor Rot’s and 
Nomura’s Weapons 


Already fierce in hand-to-hand 
combat, Nomura and her scythe 
swords are a deadly combination. 
Desi 
these swords ignite, burning red 


ned to mirror Nomura’s fury, 


during battle. 


avers Alfons Blase 


avert: Jeon Bhs 
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Timeline of Troll History 


Found in the caverns leading to Merlin’s tomb, 
this mysterious timeline of troll history tells the 
stories of old. From the time of Merlin himself, 
all the way up to the present—the very present! 
Jim, Claire, and Toby quickly discover their own 
depiction in the timeline, seemingly stalked by 
the deadly assassin, Angor Rot. 


amrisr (rims pac AND HACENG PACH): Vingje Lins Chen 
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eres fess Blin 


Killahead Bridge 


Once a bridge between the surface world and the Darklands, Killahead 
Bi 
finally able to magically communicate with his father, but the final portal 


e, Bular is 


ge is being rebuilt piece-by-piece. With the Eye Stone in pl 


will not open without the final piece—the Trollhunter and his Amulet. 


182 


a eee 
Furgolator 


An ancient and complicated troll machine, 
its effects on humans are unknown; how- 
ever, Blinky uses the Furgolator to shrink 
Jim down to the size of a Gnome for his 


first Trollhunting mission. Sizing down v 


exactly what Jim needed to conquer his foe 
and even pass his Spanish presentation! 


sscrasr (.u0 


Rustam Hasanoe 
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Magical Objects 


Small but powerful, the Horngazel (right, bottom right) 
allows the bearer to open a portal under the Arcadia Bridge 


that connects to Heartstone Trollmarket. 


nrast: Beene Noll 


avers: Alfons Bla 


Being a Changeling of refined taste, Strickler invests in products 
of the hi 


hest quality, which is why his secret Changeling key is 


concealed in his elegant four 


n pen. This key will only work 


when beared by the hands of a fellow Changeling. 
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wrest: Rutan Hasan 


Given to Claire 
by the ghost 
Kanjigar, the 
Crank Key 
proved instru- 
mental in 
helping her 
rescue Jim 
from the 
Darklands. 


ars (Anovt): 


The size of an average dinner plate, 
the Fetch (below) is actually a portal 
between the human world and the 

Darklands, enabling the Changelings 


and Goblins to cross over at will. 


ascrst: Alin Bla 


From Gumm-Gumm ori- 


t-Shaka neck 
es the wearer a complete 


gin, the 
gI 
sense of courage regardless 


of what dangerous battle he 


or she faces. 


The Kairosect (right) allows 
its user to literally step out- 


side of normal time. 
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‘A BRIEF RECAPITULATION OF TROLL LORE, VOLUME 1 OF 47 


say nw tetar 


Troll Books 


From the collection of resident historian Blinky, 
volumes upon volumes of books on troll lore 
and legend are stacked in a cavernous library 
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Toby’s bicycle, along with 
his sense of fashion, flaunts a 


retro-framework and coloring. 


Bicycles 
Jim’s bicycle was designed to be able to keep up with his 
adventurous spirit, allowing him to quickly navigate the 
forest, leap across the canal, and even outrun a vicious troll. 
190 THE ART OF TROLLHUNTERS 


4 PO GEO LO RGR Bing GA agg 


Auersts Vinge Links Che 
a 


Vespa® 


Having longed his whole teenage life for a Vespa®, Jim’s best 16th 
present came in the form of Blinky’s surprise—parts from 
vintage Vespa®! Jim and Blinky spend long hours restoring 

the Vespa®, which also becomes Jim’s Trollhunting getaway vehicle. 


anrisr:Y 
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“The most challenging process I faced was 
implementing a lighting aesthetic for Trollhunters, 
as TV shows don’t usually have the budget or 
time. Speed was crucial in order to be part of the 
production. An average of twelve color keys were 
painted per episode, in an attempt to cover all 
lighting situations and also develop a final look 
before going to the lighting department.” 


ALFONSO BLAAS, ART DIRECTOR 
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Episode 1 - Sequence 18 


This sequence was a last-minute addition to the script that 
turned out to be one of director/executive producer Rodrigo 
Blaas’s favorite moments in the first epi: 


“ARTIST (TaMs NG AND FACING MACK: Hole Ui 
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“It speaks to the dreams and desires you have when you are a kid, “The inspiration for this sequence comes from the day I got my 


running around in the backyard of your home, sheltered from the fir Tremember the freedom of riding that bike around my 
eyes of outsiders, becoming the hero in your own imagination, Those r id. Tt was my first dream come true.” 


‘shape who you want to be when you grow up, a ean 


y changed Jim's destiny of becoming the great Tolunter 
“novi 
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EXT. BACKYARD - LAKE HOME - 
EARLY EVENING 


dim strains. Gripping the Sword of Daylight 
with both hands. Struggling to rend the 
sword from the stone 


STRICKLER (V.0.) 


Tbelieve the Amulet has found its champion. 


The sword pulls free. Like Excalibur from 
the stone! 


He raises it above his head, triumphant!!! 


Off Jim, the champion in question, we ... 
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Fe Ce 


Jim Saving Enrique from 
the Darklands - Storyboards 
“For this sequence, we needed to portray Jim surviving the very 
menacing world of the Darklands. My direction to story artist Hyun 
Joo Song was simple; ‘I just want to see a big mouth with huge teeth 
chasing Jim.’ It was a perfect way to open season two.” 


RODRIGO BLAS 


Arist (Fi PAGE AND FACING Gt: Jollone Mate 


Dark. Find Jim at the top ofa tall flight of WOODEN STEPS, Jim 
remembering why this room terrified him asa child. 


‘He disappears from the doorway—returning a second later with his 
broom in hand. A makeshift weapon. 


He descends the stairs squinting into the darkness, his only source 
oflight the glowing coal-burning furnace. 

Blink. A “light” pops up behind him. And another. Blink. And anoth- 
er, Blink, Six in all. Emerging from the darkness to reveal—a SIK 
EYED TROLL. Squat with four arms and a British erudition. This is— 


BLINKY 
“Master Jim!” 
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a Ee ae 
Layout 


“The interpretation of camera movement and character actions from 
the storyboards into a three-dimensional space is an essential part of 
the animation process. Trollhunters allowed for a wonderfully creative 
exploration by our talented layout artists to find the sty 
and to provide the directors with their fu 
animation to come,” 


ALEX BRENNAN 


acrastz Jone Matte 


Blinky is unrelenting: 
BLINKY 
“Master Jim|" 
dim SCREAMS, hits his head on the pipe again. 
BLINKY 


“We have found you! I am known as Blinky!" 


dim SCREAMS, backs into... A MOUNTAIN OF A TROLL. 
Green moss covering his back. 


AAARRRGGHH!!! 
“Hi” 


Jim screams again— 
‘The troll raises a finger and politely corrects him 
AAARRRGGHH!!! 
“It's AAARRRGGHHI|| Three Rs.” 
dim YELPS (not quite a scream)—reflexively backing up— 
‘SPINNING around—away from the trolls—ricocheting off of 
AAARRRGGHH!!!’s massive form—before coming to rest, 
cowering in the middle of the floor... 
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“Some of our best camera work is created 
due to our intensive action shots, as directors 
are able to alter their camera to better shoot 
the action of the scene. Trollhunters’ layout 
has been some of the most complex prevision 
files I have encountered in television to date. 
T could not be happier with the outcome.” 


ALEX BRENNAN 


Animation 


In Trollhunters the strength of the designs and their successful conversion we had, Our goal ultimately was to try and attain as close to feature-level 


> 3D, as well as goo 


ant that poses could be found quickly and performances as possible. The show was so strong narratively, so rich in 


The characters icter and bold in the world that was being created, ti 


Keed great right out of the box from any angle 1 stock posing and 


ded more 


As a result the an could concentrate on performance. This was essential _ acting just wouldn't cut it. It was a show that dema 


with the level of acting we were looking for in the tight time constraints that 
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Effects and Color 


The synergy seen between the CG, Lighting, and Art Departments show, we needed be very forward thinking to produce our best work. I feel our 
1 visual effect 
new effect as ac 


to develop our character spe 


fic visual effects during the Trollhunters 


are most predominant in the finales. We approached 


production was simply amazing. Each character driven effect had been eac allenge to continuously break the mold and improve 


designed and cultivated 


a means to provide unique strengths and abilities upon what is expected in a traditional animated TV’ series. " 


to support each of the characters’ personalities. With such an effects-heavy 


ALEX BRENNAN 
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from then on, which made me laugh. How do you get 
typecast in animation? 


It doesn’t bother me too much though, because I love 
playing villains. They're such interesting, colorful char- 
acters. They're usually brought in to create chaos for the 
protagonists, but don’t always recognize their role. For 
example, I don’t think the Joker feels that he’s evil in any 
way. The way I approach him is that he feels like he’s 
an unappreciated genius, and that it’s largely Batman 
that has the psychological problems. I mean, who would 
dress up in a bat costume to go fight crime at night? 
He’s crazy, obviously. Villains don’t think of themselves as 
evil; their objectives are good, at least . . . good for them. 
In terms of Trollhunters, I think that’s the way Dictatious 
would feel about Blinky: that he’s just misguided, having 
aligned himself with a human Trollhunter. Gunmar and 
Dictatious feel that Heartstone Trollmarket Trolls are 
betraying the troll nature. 


I love the dynamic in which Blinky once idolized 
Dictatious. Blinky thought his brother was dead, then 
discovers that not only is he alive, but that he’s also 
fighting on the opposite side. This is like Godfather or 
Sopranos territory. You want rich conflict, because 
without it, there’s no drama. It doesn’t matter whether 
it’s on the Broadway stage, on a TV screen, or the big 
screen; these are the kinds of roles that actors relish. 


When I first get a new script, I like to read the en- 
tire thing and see how my character fits in. What’s 
required of this character to make this story work? 
What's his role? How does he affect the dynamic? 
However, I wasn’t able to do that on Trollhunters be- 
cause it’s such a vast, sprawling scenario that existed 
long before Dictatious shows up. When I finally saw 
the show for myself, I was so impressed with the 
writing, and the scope of the story. It’s so impressive 
that they can go from completely bizarre, otherworldly 


fantasy, and then switch back to the familiarity and 
seemingly typical existence of these high schoolers. 
The idea of this whole fantastical world that’s just a 
heartbeat away from Arcadia is just so wonderful to 
imagine. Anton Yelchin gives a beautiful performance; 
he’s so convincing as a fifteen-year-old, it’s incredible. 
It’s so tragic that he’s no longer with us, but I just can’t 
praise the voice cast on this show enough. To be in that 
company is an honor. 


Rodrigo Blaas, the executive producer, is my guide. The 
show is like a massive jigsaw puzzle, and I’m focusing on 
just the little pieces that I’m required to provide. How 
it’s assembled in the mosaic of the entire story is stag- 
gering. The visuals, the emotional colors . 
what you'd expect from an animated se: 
much depth and nuance. It takes unexpected turns and 
the emotions that they are able to evoke are just uncanny. 
As Blinky’s older brother, Dictatious is going to have 
similar attributes: the six eyes, four arms, etc., because 
they had the same parents. But it’s almost like Cain and 
Abel in a way; the brothers are so different. Dictatious 
is someone who's completely devoted to Gunmar, and 
Blinky is someone who loves the idea of humankind—I 
love the fact that one of his goals is to drive a car. 
That's the thing that’s so wonderful about this. Here 
you have this soaring sense of fantasy, then it’s imme- 
diately grounded in everyday life. Everybody wants to 
go to an alternate reality, whether it’s Middle Earth, or 
the Land of Oz, or Hogwarts, or a galaxy far, far away. 
People want and need escapism. I think whether it’s 
through books, music, movies or television, it’s simply 
therapeutic for people to go there. 
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spanned Arcadia, the Heartstone Trollmarket, and the Darklands 
to bring you the definigaiehronitle of the art 
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